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Nintendo of America ine. bn 
P.O. Box 957, Redmond, WA 90073-0967 U.S.A 


WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION 
AND PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO" HARDWARE SYSTEM, GAME PAK OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION, 


This official seal is your assurance that Nintendo has reviewed this product 


and that it has met our standards for excellence in workmanship, reliability 
and entertainment value, Always look for this seal 
when buying games and accessories to ensure — 
complete compatibility with your Nintendo product. 


[A Nintond prsucts ar tear by alo for use ony wih her authoized 
‘rodvets bearing te Often Nintendo Sea! of Quay 


Thank you for selecting the 1080° (Ten Eighty) Snowboarding™ Game Pak 
for the Nintendo® 64 system. 


Please read this instruction booklet thoroughly to ensure maximum 


enjoyment of your new game. Keep this instruction booklet and warranty 
information in a safe place for future reference 


This product has been rated by the 
Entertainment Software Rating Board, 
For information about the ESRB rating, or 
to comment about the appropriateness 
of the rating, please contact the ESRB at 
1-800-771-3772. 


4 @ ond the "N* logo ore trademarks of Ninlendo of America ne. 
© 1998 Nintendo of America Inc. 


Lomar is a trademark of Lamar Snowboards, Inc 
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The Nintendo® 64 Controller 


Control Stick Function: 

The Nintendo 64 Control Stick uses an analog system to read the angles 
and directions of its movement. This allows precision control that is not 
possible using the conventional + Control Pad, 


When turning the Control! Deck power ON, do nalyrove the Control Stick 
from its neutral position op the coftroller. ; 
N ° “Ss 
> ug g 
If the Control Stick is held at an angled position 
«(as shown in the picture on the left) when the 
* power is turnedON, this position willbe set as 
“neutral. This witl®ause games*using the Control 
Stick to operate incorrectly. © 


3 id 
To reset'the neutral position once the game has 
Staited, Jet goof the Control Stick so it can return 
‘bis ee Bbsition (as shown in the picture on 
th@ léft) then’press'START while holding down 
ies the L and’R Buttons. 


the nt Kk is 
I 


or pl reign’ 
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Holding the Nintendo 64 Controller 


While playing the 1080° (Ten Eighty) 
Snowboarding game, we recommend you use the 
hand positions shown at the left. By holding the 
controller like this, you can operate the Control 
Stick freely with your left thumb. Using your right 
thumb, you can easily access the A, B or C 
Buttons. Place your left index finger on the Z 
Button on the back of the controller. 


Connecting the Nintendo 64 Controller 


Two players can play this game. Connect each player's controller to the 

appropriate controller socket onthe front of the Control Deck. Beginning 

on the left, the sockets are#for Player 1, Player 2, You cannot start a 

game if the first controller Sbeket is empty. 
Vo 


sy 

If you change the connection during the | 
game, you will need to either press, |» 
RESET or turn the power OFF toffiake 
the connection active. orm 


\ + y 


You must use two controllers in > We the 2i me mode. 
? 9 y ; i] 
J 


‘3 ; 
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Are You Ready? “Sy 
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Starting the Game 
Correctly insert the 1080° (Ten Eighty) 
Snowboarding Game Pak into the Control Deck 
and move the POWER switch to the ON 
position. When the game is powered up for the 
first time, the Language Select screen will 
appear (the Language Select screen can be 
accessed any time afterward on the Option 
Menu). Select the desired language, English or [URRMtrnenteteen 
Japanese, then press START on the Title 
screen. The Mode Select screen will appear. | 


Before tearing up the slopes, it's a good idea to 
undergo a little training to become familiar with 
your snowboard. Press the C®Button and the 
names of all the tricks will appear. Select the 
desired trick, and press the A Button. 


Once you correctly execute 
a trick, the next trick will appear. 
To pause, press START. To restart, select 
| RETRY when paused or pass through the 
golden gate. If you select QUIT, you will return 
to the Title screen. 


@ Free 


Training is divided into two courses. 


and Half-Pipe courses 


Srirry deo wre 


This course for 
beginners has lots of 
jump-boards. It's a 
great place for learning 
basic maneuvers. 


This course is great 
__| for practicing the 
more difficult tricks 
(p. 23). 


# On each screen during the game, press START or the A Button to confirm choices | 
Press the B Button to cancel a command and return to the previous screen. 


Match Race z Contest 


Challenge a computer- en 2) r Compete in five events 
controlled opponent! for a high score! 


Rumble Pak™ 


The 1080°(Ten Eighty) Snowboarding game is compatible 
with the Rumble Pak accessory. Before using, make sure 
to read the Rumble Pak accessory instruction booklet 
carefully. Make sure that the Control Deck is OFF when 
inserting the Rumble Pak accessory. 


See how fast you really Challenge a friend and 
Mode Select screen 
are in this 1-player game! make him eat your snow! 


; 
First. se Sam | When you use a Rumble Pak, be careful with the follo 
Trick Attack Go) rst, select Game Mode, | 


| | * Before use, make sure you carefully read the instruction booklet included with 


Master the tricks of the trade for a super high score! the Rumble Pak. 
* Remove and insert the Rumble Pak only when the POWER switch is in the OFF 
# Select game mode, rider (p. 8) and board (p. 10). Select difficulty position. 


+ Use care when handling the batteries. 


level first (p. 12) when playing Match Race. 
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@ Saving 
Times and scores ranked third or better will be saved 
directly to memory for all modes except 2P. The 
records can be viewed on the Option screen, 


OPTIONS 7 SAVING 


@ Option 
Select Option on the Mode Select screen to view 
game records or change game settings. 


Option screen 


Here, you can view the best times and scores for each game mode. Use the | 
Control Stick to highlight the desired record and press the A Button. | 


ie nuet lect course 


It Ghost Data is saved, you can view the ghost race on the Demo screen. When 
you replay a race, switch the camera operation from auto to manual by pressing 
the C® Button, 


i The ghost 

» appears during 
) gameplay and 
1 
1 
t 


Saving Ghost 


After entering your name, select Save Ghost. 
The last run will be saved as Ghost Data 

# You can save only one run as Ghost Data. 
# You can save over Ghost Data at any time. 


One Game Completed 


Auto switches to pre-set camera The camera angle will be behind the 
angles throughout the course. rider. Zoom in and out by pressing & 
and ¥ on the + Control Pad. Use the 
Control Stick to change camera angles. 


can be turned on 
or off by pressing 
the C ® Button. 


You can adjust the volume of the background music, sound effects or voices 
during the game. You can also select between Stereo, Mono or Headphones 
sound modes. The Headphones mode gives you a more natural sound, 


Select English or Japanese text. @ About the Ghost 


The Ghost is only partially visible. If you snowboard with the Ghost, you 
may be able to shorten your time or improve your score. Keep in mind that 
Here, you can erase the best times and scores for each mode. You can also erase you cannot save Ghost Data it you do not complete the course, take more 
the Ghost Data. 

Select All Data to erase everything. Remember, once you erase your data, you 
can't get it back! 


than 3:30 to finish or snowboard recklessly. 
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Akari Hayami 


Born: Japan / Age: 17 


THE RIDERS 


Akari is new to the sport, but a hard worker, Her 
technique and jumping ability could make her a 
valuable asset to the team. 


Technique 
Max Speed 


The larger the meter, the more 


Technique (INI 

Max Speed 
Balnce = =OOCCDEETI) 
Power Gada 
Jump 1 


Balance skilled the rider is in that category. 
Power Balance and Power have to do with 
stability and endurance (or damage). 


Jump 


Kensuke Kimach 
Born: Japan, / Agi 


Technique | 


Dion Blaster 
Born: England / Age: 28 
Dion is one of the best 
overall snowboarders on the 


- x Speed EEIEEEEISEEE] team. However, f 
ZL snowboarding # Sup eee Max Speod [DIGI D] tea jowever, he doesn't 
saince CEEEETTITIT] excel when it comes to 


skills, Kensuke Power = GREISIEIISEETT) tricks. This makes him 
Joined the team Jump: | 
because he wanted | 
to be the best in the 


world. | 


Well-known [imax speed POON 1] 
in Japanfor J saance OCOCDCEITIT 
his rowr = EET TT) 


Technique 


impatient and irrational at 
times. 


Ricky Winterborn 


Born: Canada / Age: 14 


Ricky is a cocky little kid. That's 
probably because his dad founded this 
team. Although he's not strong, he has 
excellent trick technique. 


Rob Haywood 


Born: USA / Age: 20 
Rob joined the team through Ricky's father. 
He's a skilled snowboarder, but still has a lot 


to learn. s Technique [MMI 


Max Speed [MGMT TTI) 
Bolonce = CODE) 
Power Gear) 
dump Th 


Technique 
Max Speed 
Balance = OCTET TTT TT) ( 
J rower = ITT) 


Jump ooo 


These five snowboarders have all joined together to 
become the best in the world and to conquer Mt. Legend! 


1030 ~“SMOow SoAKrvoitna 


@ The Boards 


The larger the meter, the stiffer the board 

and the faster you can reach maximum 

speed. Turning ability and board stability 
also be greater, 

indicates board stiffness. The higher 

the number, the harder the boarc 


Edge Control 
Acceleration 
Response 


Stability 
Flex 


Fowpome = COE) 
Stabitity Goo) 
Flox Gen 


Edge Con 
Acceleration [EXIT 
Response = CCEEEET TTT) 
subity = EET) 


cage convo CITT 
rccolvation EEEEEEEIIH 
Response 

stabity 
ex 


Edge Cont 
Acceleration 
Response 
Stability 
Flex 
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Edge conve! EEREEEEET) 
Coon) 


Acceleration 


fetpons 
Stability 
Flex 


tage convo! EREREEEETT 
Acceleration (OOOOEONIT 
Response EL TETETITTI 
subity COST) 


euge conor ETT 
Acceleration EEREIE-TLL 
Response = COCEETTTT) 
subity = EET) 
Fox Goo 


cde Convot CEEENETT 
Accolvaton EEE 
Response ECCCEEEEEE) 
subity — CEEEEEEE 

oo 


Flex 


@ The Stance 


The choice of stance comes after 
selecting a board. Regular stance is 
with the left foot forward. Gooty stance 
is with the right foot forward. Use the 
Control Stick to select your stance. 


Direction 


# These boards are '99 models. 
# The capability and performance of the game boards are not necessarily 
identical to the actual board: 


Lamar is a trademark of Lamar Snowboards, Inc, 
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@The Game Screen 


=e READY TO SHRED! 
MATCH RACE 


Total Time Elapsed 


The yellow mark 
indicates the player, 
and the red mark 
indicates the rival. 
whi he i Your own rank will 

Se be displayed on the 

icul evel course map as "1st" 
e Diffi ity L H es Va aibate es ' p 
you'll retire and lose r rate 
Rival Check or "2nd. 
one board. 
Mark 
(7 When your rival is right behind 
Remaining you, a yellow triangular mark will 
Boards appear. 


This is the number of remaining boards. You start with three. When you retire or 


@MATCH RACE 


You will race one-on-one with a CPU-controlled rival rider. If you defeat the 
rival, you will advance to the next course. The course and rival will depend 


It you fall or get hit, 
your damage meter 


will become red, 
upon the difficulty level you choose. 


Although there are three difficulty levels, you 
can select only Green Circle (Normal) at first. 
After you clear Green Circle, you'll be able to 
select Blue Square (Hard). 


@ Groen Circle 3 4 Courses Total 
Blue Square 5 Courses Total 


Level Select screen lose to your rival, you will lose one board 


Black Diamond 6 Courses Total 
@ Pause Menu 


@ The Green Circle Courses Press START during the game to pause and select 
a from the following options: 


| CERIO Continue racing 
| Restart Cancel the race and lose one board 


Crystal Lake Crystal Peak Golden Forest 2 Retry Re-start the race from the beginming. If you're up 
to the third course, you'll return to Crystal Lake 
@RULE ed Quit Game Quit and return to Title screen. 
Defeat the rival rider and you'll advance to the next course. If you 


retire or lose, you will lose a board. When the number of remaining 
boards is zero, the game is over. 


a= 


# If you finish in third place or better in Match Race, you can enter your 
name on the Name Entry screen (see p. 14) 
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READY TO SHRED: SRE Y TO SHRED: 
VIME ATTACK TRICK ATTACK 
@ TIME ATTACK @ TRICK ATTACK 


In each course, you will compete for points by performing tricks. No points 


In this mode, you will snowboard the course by yourself to log your best 


time. If Match Race is giving you trouble, try practicing on the Time Attack. are earned by just snowboarding. You need to be aggressive by 


performing tricks and taking advantage of jJump-boards and half-pipes. 


@ Selecting a Course 


After you select a rider and a board, select a 

course with the Control Stick, At the wg 
beginning, you can only select three courses: 

Crystal Lake, Crystal Peak and Golden Forest. 


Once you advance to a new course in Match 
Race, you may choose any course you like. 


@ Selecting a Course 
After selecting a rider and a board, select your course. Besides the three 
courses you can select in Time Attack, there Is an Air Make and a Half-Pipe 
course available. If you advance to a new course in Match Race, that course 
will also be added. 


@ Viewing the Screen 


Time Remaining 


When the timer reaches zero, the race is over 
(Time Out). Even if you had a great score, it will 
be lost. You don't get anything for timing out. 


Course Select 


Total Score 


The current score, including 
bonus points. 


@ Name Entry 
If you finish the race in third place or better, you ——- 
can enter your name in the Name Entry screen. 

Use the Control Stick to scroll through the 

letters, and confirm by pressing the A Button. 

Press the B Button to cancel. 

+The Name Entry screen is available in It you go through the Check 
each mode. Name Entry screen Point, you will receive a tine 


@ Options once the race is over: bonus. To avoid timing out, 
try going through all the Check 


Retry the same course Points. 
N the repla a different camera I 
GOEY SE Watch the replay from a different camera angle. Wi Poirtare tor THiok tian: 


Ghost Save Save Ghost Data. : # If you keep doing the same tricks, you'll get fewer points, Try different 
combinations of tricks for a Combo Bonus (p. 19). 
# If you lose your balance and fall during a trick, you'll get no points for 


Board Change atin te Goad Galea actean. that trick. Since there Is no damage meter, you can't Retire. 


Rider Change Return to Rider Select screen. 
Quit Game Quit game and return to Title screen. 


a+ 


Course Change Return to Course Select screen. 


age 18 or the attached Operation C 


16S0 “SNOW SOAK CING 


&= =>READY TO SHRED! 


iil CONTEST 


CONTEST 


Contest Mode consists of three slalom courses and two special courses: 
for tricks. Your objective is to compete for the high score. 


@ Total points for the record! 
Reach the goal within the allotted time and compete for the high score. Your 
record will be the total score for the five rounds (if you Time Out in the 
middle of the game or if your total score is third place or better, the current 
score will be recorded). On the Record screen, you can see your current 
score and the score for each round. 


@ Check Flag 
In Rounds 1, 3 and 5, red and blue Check Flags will 
appear. If you snowboard to the left of the red flag | 


and to the right of the blue flag, you will earn two 
seconds of bonus time for each move. For each flag 
you pass consecutively, you can earn up to 500 
bonus points. 
@ The flow of the five rounc 
Round 1/Crystal Lake (Slalom) 
To score well, be aggressive and perform tricks as you 
clear each Check Flag. Try this method with the other 
two slalom courses as well. 
Round 2/Air Make 
Take advantage of the jump-board and execute 
the air. Check Flags do not appear in Air Make. 
Round 3/Crystal Peak (Slalom) 
Round 4/ Half-Pipe 
If you use the walls to your benefit, you can grab some 


serious air and execute great tricks. There are no Check 
Flags in Half-Pipe. 


Round 5 / Golden Forest (Slalom) 


# See 


8 or the attached Operation Card for more information on tricks. 


1G 
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READY TO SHRED! 


2P YS 


@ Starting the game 
In this mode, both players can select the same riders 
and boards. Players can select from the three Time 


Attack courses at the beginning. By advancing to new ae 
courses in Match Race, more courses will become * & a 
available. raitgte heared 
The rules are simple: whoever reaches the goal first — 


is the winner. If you retire, you lose. Each time a race 
is completed, the past VS scores will appear. 


es from 2P VS will not be saved 


jandica 


After selecting a rider, each player can turn the 
Handicap on or off. Turning the Handicap on slightly 
increases your speed when a rival passes you. This 
gives you an advantage. 


@The Scre ~ 


Note 


+ When starting, press 4 on the Control Stick for a quick start. 
+ Press the C @ Button to change camera angles (three total). 


Press the C @ Button to see behind the rider. 


127 
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<A Brief Introduction 
The direction you are facing is called OPEN. The direction 


behind you is called BLIND. 


A regular stance 


with your left 


foot forward. 


360° Open A\ 
180° Open Air 


Jump 


# Do the tricks quickly before you land. 


@ Combo Bonus 


rit. 
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If you execute a command for one trick 
while executing another, the two tricks 
can be connected. This is called a 
COMBO BONUS and will give youa 
better score. 


# Move the Control Stick and press 
each button simultaneously. 

# You can rotate the Control Stick 
from any location. 


12 


1080° Open Air 


900° Open Air 


BLIND 


Open tricks such as 
“1080° Open Air", become 
Blind tricks ("1080° Blind 
Air") when executed in the 
opposite direction, The 
commands are as follows: 


# For more information on tricks, please see the accompanying Operation Card. 


19 
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> GRAB 


In the half-pipe or on the 


jump-board, tricks in 


which you grab part of the 


board with one or both 


hands are called GRAB 
tricks. 


Grab the board and lower the nose. 
Stretch the front leg. 


STIFFY 


es 


Stretch both legs and grab the 
board. 


This is one of the most basic grab 
tricks. Grab the board between the 
front of your feet with your right 
hand (regular stance). 


With the front hand, grab the edge 
of the toe side. 


Grab the board with the front hand 
and twist the upper body. 


Grab the nose of the board with 
the front hand. 


MELANCHOLY @ 


4 
Bi 
=, 
With the left hand (regular stance), 


grab between the heels. Your front 
leg should be stretched. 


a 


With the front hand, grab the edge 
of the heel side, then turn the body 
to the nose side. Make sure to 
swing the back hand. 


TAIL GR a | 


This is a difficult trick, because you 
must grab the tail of the board with 
the back hand. 


METHOD (py, 4. ¢ 


Bend both legs, point them to the 
back side and grab the heel with 
the front hand. 


With the back hand, grab the edge 


between both heels. The back leg 
should be stretched. 
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Each rider has certain tricks he or she can perform. 


See the chart on the right 


# Every rider can execute sp 


for more information. 


ks 


In addition, there are also hidden tricks. 
If certain conditions are satisfied, those trick 


commands will appear in 


the Training Mode trick 


list. Try different techniques to find these hidden 


tricks. 


@ SNOWBOARD MEMO @ 


@iThe Parts of the Board [REA 


attached to both 
sides of the sliding 
surface. Pressing 
the edge toward the 
snow and standing 
is called EDGING. 


The surface of the 
board (where you 
stand), 

SOLE; 

The back of the 
board. The sole 
touches the slope. 
WEST: 

The center (narrow) 
part of the board. 
Free style boards, 
which are best for 
tricks, have a 
thicker west than. 
racing boards. 


MISTANCE 
Remember, regular stance is left foot 


forward. Gooty stance is right foot 
forward, 


MFAKIE 


When you move to the opposite 
direction of your stance, that is called 
FAKIE. For Regular Fakie, proceed 
with your right foot forward. Goofy 
stance may be a little confusing since 
your right foot is already forward. 


fi, 


a REGULAR FAKIE 


¥ The direction you are going is the same 
(black is the tail). 


16406 “SNOw SoAKrviIna 


Kensuke 


MELANCHOLY 


LIEN AIR 


METHOD 


SHIFTY 


INDY 


TWEAK 


NOSE GRAB _ 


TAIL GRAB 


STIFFY 


MUTE GRAB 


STALEFISH _| 


INDY NOSEBONE 


Slope terminology 
STEEP: 

Steep slope. 

BUMPS 

Bumpy ar 

FALL LINE: 

The direction you are going on 
the slope without any force 
being applied to the board. 
The steepest direction. 

SIDE SLIP: 

A technique in which the board 
Js perpendicular to the slope. 
In other words, snowboarding 


Snowboard as you shift. 
STRAIGHT DESCENT: 
Slide straight down the hill. 
DIAGONAL DESCENT: 
Sliding diagonally down the 
slope (aka TRAVERSE). 


~<q- Valley 


Diagonal 
side Descent 


y 


Fall Line 


he parts of the half-pipe 


Platform 


Vertical 
Transition 


Bottom 


IMPORTANT 


WARNING; Copying of any Nintendo game is illegal and is 
strictly prohibited by domestic and international copyright laws. 
“Back-up” or “archival” copies are not authorized and are not 
necessary to protect your software. Violators will be 
prosecuted. 

~~ . 


This Nintendo gam not designed for use with any 
unauthorized cope device, Use‘f any such devige will 
invalidate yourNintendo product warranty. Nintendo (and/oF 

any Nintendé ligensee or distributor) is not responsible for any 
damageo; losseaused by the usé of any such device. If use of © 
such device causes your game to stop operating, disconnect 
the device carefully to avoid damage and resume normal game 
play. ‘If your game ceases to operate and you have no device 
attached to it, please’contact your local authorized Nintendo 
retailer. £ 


The contents of this notice do not interfere with your statutory 
rights: ~ 


This manual and other printed matter accompanying this game 
are protected by dontestic and. epeauonal copyright laws. 


4 
7 : 

The rental of this gate without, permission of Nintendo or its 

licensees is strictly prohibited* 


For further information or assistance, please contact: 


+ 
Nipte: jonsumer Assistance Hotline 
1 5701 .S. and Ci ja) 
1 al aul ‘ed Nin' reti 


1” 


WARRANTY AND SERVICE INFORMATION 


You may need only simple instructions to correct a problem with our product. Call the 
Consumer Assistance Hotline at 1-800-255-3700 rather than going to your retailer. Hours of 
‘operation aro 6 a.m. to. 9 p.m., Paoifio Timo, Monday - Saturday, and 6 a.m. 107 p.m., Pacific Time, 
‘ofy Sundays: (ime subject 10 change). tha problem cannot be solved over the telephone, you will be 
‘offered express factory service through Nintendo of referred to the nearest NINTENDO 
AUTHORIZED REPAIR GENTERSM. Ploise do rot send any products to Nintendo without calling 
8 frst 


HARDWARE WARRANTY 
Nintendo of Arnerica Ine. ("Nintendo") warrants to the original purchaser that the hardware product 
shall be tree from «fects in material and workmanship for twelve (12) months from the date of 
purchase. I! « dolect covarad by this warranty o¢curs during this warranty period, Nintendo or a 
NINTENDO AUTHORIZED REPAIR CENTER will repair the defective hardware product or 
feomiponent, (roe of charge. The orginal purchaser is entitled to this Warranty only if the date ot 
purchase Is roistored at point of sale of the consumer can demonstrate, to Nintendo's satisfaction, 
that the product was purchased within the last 12 months, 


GAME PAK & ACCESSORY WARRANTY 
Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be 
{tee from detects in material and workmanship for a period of three (8) months from the date of 
purchase, 1! a delect covered by this warranty occurs. during this three (3) month warranty period 
Nintendo oF @ NINTENOO AUTHORIZED REPAIR CENTER will repair the detective product, free of 
charge, 


SERVICE AFTER EXPIRATION OF WARRANTY 
Pioase call tho Consumer Anglatange Hotline at 1-800-255:3700 for trouble shooting assistance 
“andior rotors to the noarett NINTENDO AUTHORIZED REPAIR GENTER. In some instances, It 
may be necessary tor you to ship the complete product, FREIGHT PREPAID AND INSURED FOR 
LOSS OF DAMAGE, to the nearest service Tocallon, Please do not send any products to Nintende 
Without calling usifiret. ‘ 


b 
WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPEY IF THIS PRODUCT (a) 1S USED WiTH PRODUCTS NOT 
SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LIGENSED: 
GAME ENHANG! PORER, DEVICES, ADAPTERS, AN POWER SUPPLIES), (b) iS 
USED FOR Ci ES (INCLUDING RENTAL); (c) [S MODIFIED OR TAMPERED: 
WITH; (d) IS DAMAGE SLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER. 
CAUSES UNRELATED TO DEFECTIVE MATERIALS OF WORKMANSHIP: OR (c) HAS HAD THE 
SERIAL NUMBER ALTERED, DEFACED OR REMOVED, 


ANY APPLICABLE IMPLIED WARRANTIES INGRUDING WARRANTIES OF MERCHANT ARES 
AND FITNESS FOR A PARTICULAR PURPOSEYARE HEREBY AIMITED IN DURATION 1 THE 
WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN} 
NO EVENT SHALL NINTENDO BE WABLE,FOR CONSEQUENTIABIOR INCIDENTAL DAMAGES ¥ 
AIESULTING FROM THE BREACH OF ANY IMPLIED QR EXPRESS WARRANTIES. SOME 
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR 
EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO i LIMITATIONS 


MAY NOT APPLY TO YOU. \ ay 
ta x 

Thia warranty gives you spectc legals, wg i have other Hight Mer from 

Tha warranty is only valid in the United States. 


state to stato, Nintendo's addressjs asset lorthon theBlek’@pver of this \ 
; 
W 4 
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